Overview 


This page is home to a complete list of all known SR2 debug and console commands. 
If you create a new command or are aware of any updates that need to be made to this 
page please do so. If you need any help, please contact the page owner. 


Debug and Console Commands 


Keyboard Debug Commands 


e ~b - Instantly bust player. 

e ~c - Enter cursor debug mode. 

e ~d - Give the player one of each type of drugs. 

e ~e- Start the in-game scripting editor. No apparent effect 

e ~f- Reload foley.tbl and refresh any loaded sounds with new parameters. 

e ~g - Refresh glares. 

e ~h- Reload all human meshes, animations, and character parameters. 

e ~i- Give player all weapons/items. 

e ~j- Warp player to camera location (only available when in slew mode). 

e ~k - Kill all NPCs. 

e ~m - Reload engine foley.tbl and refresh any engine sounds. 

e ~p - Makes player vomit. No apparent effect 

e ~q- Instantly kill player. 

e ~r - Reload the current level flushing globals. 

e ~s - Enter slew debug mode. 

e ~t- Reload the current level keeping globals. 

e ~x - Refresh all permanently loaded effects. No output or apparent effect 

e ~y - Reload vehicles.tbl and refresh any loaded cars with new parameters. 

e ~w - Reload weapons.xtbl 

e ~Z - Freeze the camera (if in slew mode this will exit slew mode). 

e ~0 - Makes player cough. No apparent effect 

e ~,- Slow down time. 

e ~, - Speed up time. Speeds up effects and the camera, but not characters or 
vehicles 


e ~|- Drop currently-equipped weapon. 

e ~] - Eject driver from current vehicle. 

e ~\- Eject front passenger from current vehicle. 

e ~- Reset all loaded chunks (reset movers, destroy spawned NPCs and 
vehicles, etc.) 

e \-Send a message in multiplayer. 

e Tab - Show Multiplayer scores 

e F10 - Bring up mission start dialog box 


Using the console 


e Typing '? <function_name>' will give the current status. Example: '? set_cash' 
returns 0.00 if you are broke. 

e Typing '<function_name> ?' will give help on the function. 

e Typing ? or help will give you general help. 

e 3 selects last command line, just like DOS. 

e Arrow up/down cycles through command history. 


General 


e 25 complete - sets 25% of the neighborhoods to player ownership. 

e 50 complete - sets 50% of the neighborhoods to player ownership. 

e 75 complete - sets 75% of the neighborhoods to player ownership. 

e bug description - Write out the bug description to bugs.txt. This also takes a 
screenshot and writes out the filename along with the bug description. No 
screenshot is created, and the text file has only the first word that is typed. 

e character character-name - Change player character. 

e character_controller_mt (toggle) - If this is true then the character controllers 
are run on multiple threads. 

e char_gravity_multiplier value - Change the multiplier for gravity for all 
characters (player and NPC). Default is 1.0 (normal gravity). 


console_delay delay console_command - Executes the specified console 
command after a delay of delay ms. "Performing:" will sometimes be printed at 
the correct ms delay, but no delay seems to occur. 

console frame_delay delay console command - Executes the specified 
console command after a delay of delay frames. "Performing:" will sometimes 
be printed at the correct frames delay, but no delay seems to occur. 
constraints debug (toggle) - Enable/disable debug rendering of constraints. 
cutscene_play (cutscene menu) - list of cutscenes to choose from and play. 

_ cutscene watched all - flags all game cutscenes as having been watched 
once. 

debug_displays (toggle) - Clear all debug-related info from the screen. The 
individual settings are not changed, so you can toggle back to how things were. 
dump_tga - Save screenshots as Targa files (TGA) instead of Windows 
bitmaps (BMP). 

explosion explosion name - Create an explosion from the table file with the 
given name at the position of the Player. 

explosions _affect_player (toggle) - Explosions--including the RPG hit effect-- 
apply a force to the player (on by default). 

fall damage_percent percent - Value between 0 and 1 to indicate what 
percent of max health is deducted per meter of fall damage (past 4 meters). 
fixed_framerate (toggle) - Locks the simulation framerate of the game to a 
specified value (making the game appear to speed up or slow down). Use with 
the set_fixed_fps console command. This seems to slow the characters in the 
world and the camera but not the framerate. 

game _ clock display (toggle) - Display the game clock. 

game _clock_scale_factor scale - Amount to scale real time by to get game 
time. 

game_shutdown - Calls game_shutdown and exits the game. Handy for 
automatic tests. Causes multiple asserts (hkcharactercontroller.cpp) before 
shutdown. 

general mover_manager_debug (toggle) - Render the AABBs of the objects 
in the general mover manager broadphase. 

general mover_manager_update_camera (toggle) - If this is false, don't 
update the camer's AABB in the broadphase. 

give_player_all_drugs - Give the player one of every type of drug. 
give_player_all_ items - Put every possible item into the player's inventory. I is 
an in-game shortcut. Causes an assert in ammo_pool.cpp. 

give props los_carnales "<value>" - Give the player the specific props 
towards the Los Carnales category. Unknown Command 

give props _rollerz "<value>" - Give the player the specific props towards the 
Rollers category. Unknown Command 


give_props_vice_kings "<value>" - Give the player the specific props towards 
the Vice Kings category. Unknown Command 

give_props_ saints "<value>" - Give the player the specific props towards the 
Saints category. Unknown Command 

havok_debug (toggle) - Toggles debug display of havok shapes on and off. 
havok_debug_mopp (toggle) - Toggles debug display of the level meshes. 
havok_render_backfaces_only (toggle) - Toggles whether or not to only 
render the backfaces of Havok shapes (when havok_ debug is on). 
havok_show_mem_profile (toggle) - This displays a memory profile 
generated by Havok. You can scroll up and down with the up and down keys 
and page up/down. 

havok_profile (toggle) - Display Havok's internal timing 

information. Unknown Command 

help - Show every single command in the game, in an overwhelming 

list. Causes an assert in vconsole.cpp 

human_buoyancy_strength value - Sets the strength of the buoyancy force on 
humans in water. 

human _ collide show _debug_info (toggle) - Enable/disable debug rendering 
for human collisions (non-ragdoll). No apparent effect 

input_lag_hack (toggle) - (PC Only) improves input response. Unknown 
Command 

invulnerable (togg/e) - Prevent the player from taking any damage. 
jump_uphill_ fudge factor value - Sets the amount of increased force applied 
to a jumping human when running uphill. (Default = 0.5) 

level /evel-name - Load the specified level. 

level_object_properties_refresh - Refresh the level_objects.xtbl. 
max_framerate </ps> - Sets the maximum framerate. No apparent effect 
min framerate </ps> - Sets the minumum simulation frametime. Game will 
appear to appear to move in slo-mo if real framerate drops below this. No 
apparent effect 

mover_fadeout_disable - Keeps movers from fading out. 

never_die (toggle) - When enabled, the player will take damage but never die. 
When hitpoints reach zero, they reset to maximum. \ 

open_car_dealership - Opens up the car dealership interface as if a trigger had 
been activated. 

pause_on_weapon_switch (toggle) - When enabled, the game will pause while 
the weapon switch interface is onscreen. Default is off. 

player_flinch (toggle) - Toggles flinches (from melee hits) for the player (on 
by default). 

player_pratfalls (toggle) - When enabled, pressing in on the left stick will 
ragdoll the player (off by default). 


player_randomize_clothes - If true, randomize the player clothing when 
spawned. Default is false. 

player_run_threshold threshold - Value between 0 and 1 to indicate how far 
one needs to push the stick to run. 

player_collide_only_geom (toggle) - Enable or disable the player-collide-only 
geometry. 

projectile _debug_fire_rocket - Fire a rocket from the camera's position, along 
the foward vector of the camera. 

random_carjack - Finds the nearest vehicle and NPC (within 10 meters) and 
makes the NPC hijack the vehicle. 

refresh_humans - Reload all human meshes, animations, and character 
parameters. 

refresh_props - Refreshes the values of props awarded from props.tbl in game. 
set_cash amount - Set the amount of cash for the player. 

set_control_config config name - Change to specified control configuration. 
Currently "a", "b", "c", and "d" are valid. "a" and "b" are XBox configs. "c" and 
"d" are Logitech configs. 

set_fixed_fps framerate - Sets the simulation framerate to be used with 

the fixed_frametime console command. 

show_chunk_stream_status (toggle) - Toggle on/off status display for 
CHUNK streaming. 

show_debug_ coords - Display camera x,y,z position and pitch/bank/heading. 
These values can be used directly with go_to and go to pbh. 
show_debug_raycast (toggle) - Casts a ray from the torso of the player. 
show_elements (toggle) - Toggle on/off radar elements (ie. npes, vehicles, 
etc.). 

show_framerate_warning (toggle) - Display a message whenever the frame 
rate dips below acceptable levels for several frames in a row. 
show_holstered_weapons (toggle) - Toggles between holstered weapons 
showing up in the hud as a fist (default) or as a half-alpha version of the 
weapon icon. 

show_hood _ stats (toggle) - Display the current props value for the current 
neighborhood. 

show_hud (toggle) - Toggle on/off all HUD gauges. 

show _interior_stream_triggers (toggle) - Toggle on/off rendering of interior 
stream triggers. 

show_minimap (toggle) - Toggle on/off the HUD minimap. 

show_model filenames (toggle) - Toggle the display of character and vehicle 
model filenames in-game. 

show_mover_names (toggle) - Toggle the display of the level_objects.xtbl 
entry name above the dynamic object in-game. 


show_names (toggle) - Toggle the display of character's table file name. 
show_obj_alloc_info (toggle) - Toggle on/off display of object allocation 
system stats. 

show_personas (toggle) - Toggle the display of character's persona name. 
show_player_attack_damage (toggle) - Display a message with the actual 
inflicted damage whenever the player hits someone with a melee attack (off by 
default). 

show_player_bbox (toggle) - Toggles rendering of the players 

approx _local_bbox (off by default). 

show _player_clothing respect (toggle) - Toggles the rendering of text related 
to the respect points of the players currently worn clothing. 
show_player_combos (toggle) - Toggles rendering of an indicator of when to 
attack to continue your melee combo (off by default). 

show_player_in_water (toggle - Toggles rendering of an indicator of whether 
the player is currently in the water or not. 

show_player_notoriety_detail (toggle) - Toggles rendering of a debug player 
notoriety table, which updates as notoriety/respect changes. 
show_player_vehicle_damage (toggle) - Display a message with the damage 
received and imparted by the player vehicle. (off by default). 

show safe _ frame (toggle) - Toggles rendering of the safe region for interface 
rendering. 

show_streamman_ status (toggle) - Toggle on/off status display for 
streamman. 

show _stream_triggers (toggle) - Toggle on/off rendering of stream triggers. 
Triggers for loaded chunks will be colored green, unloaded chunks blue. 
show_streamman_ status (toggle) - Toggle on/off status display for 
streamman. 

skip_player_creation (toggle) - If true, skip the player creation process at 
game start (default false). 

spinebend (toggle) - Toggle on/off spinebending. Default is true. 

subtitles error_on_misalign (toggle) - Toggle on/off errors and spew for 
when cutscene subtitles collide. Default is false. 

test_chunk chunk name - Load a level chunk. No apparent effect 

v_char name skeleton_name skin_name - Start debug character/animation 
viewer. Skin name is optional Unknown Command 

v_model name skin_name - Start debug static mesh viewer. Skin name is 
optional Unknown Command 

validate_sidewalk_nodes - Generate a report of sidewalk nodes that are not 
over pathfinding data. Crashes the game 

vsync - Toggles vertical synchronization on and off. Default is on. Unknown 
Command 


e warp location - Bring up the warp menu, which allows you to select a location 
to warp to. You can warp immediately by including the name of the location in 
the command. 

e warp_pos <x, y, z> - Warp to the specified world pos. If the player is in a 
vehicle, he is automatically extracted. No apparent effect 

e damage momentum _ factor factor - Scaler value that calculates hitpoint 
damage from collisions, values 1 - 10 are reasonable. 


Activities 


e activity_unlock_levels - Unlocks all of the levels for activities. 

e add _ stolen_goods - Adds a stolen goods to the player's car. Not Applicable 

e escort_van_torque_multiplier "float" - Torque multiplier for escort News 
Van Not Applicable 

e escort _van_ increase top speed "float" - Sets the news van top speed 
adjustment Not Applicable 

e force_activity_radio_event "(toggle)" - forces news flashes to play shortly 
after the player completes an activity. Not Applicable 

e pimping complication int - Forces a particular complication. Use 
pimping complication ? to see them. Not Applicable 

e pimping force groups [int [int [int [int [int]]]]] - Specifies which groups 
(numbered starting at 0) must be used the next time a pimping level begins. 
pimping force groups with no args will disable forced groups, otherwise up to 
5 may be specified. If for a particular level more are specified than the level has 
active groups, the lowest arguments will be used and the rest ignored. Not 
Applicable 

e pimping show groups (toggle) - Shows groups as you'd use them for 
pimping force groups. Not Applicable 

e show_checkpoints (toggle) - Display markers at each checkpoint in the 
race. Not Applicable 

e tagging jump_to_spot name - Teleports the player to a tagging spot with 
given name. Not Applicable 

e tagging refresh_combos - Refreshes the combos from a table file. Not 
Applicable 


tagging show_spots (toggle) - Shows debug information about tagging spots 
including indications of where they are, how they're tagged, etc. Not 
Applicable 

tagging set_combo int - Index (starting at 0) of the combo to use. Any number 
greater than or equal to the number of combos disables this. Not Applicable 
tagging set_level int - Forces the difficulty to a different level (starting at 

0). Not Applicable 

tagging set_spot name - Tags a tagging spot. Not Applicable 

tagging set_notoriety_max_level int - Sets the maximun notoriety level that 
can be reached by tagging. Not Applicable 

tagging set_notoriety_per_sec int - Sets the notoriety given per second while 
tagging. Not Applicable 

theft_drop_box int - Drops a stolen_ goods box in front of the player from the 
given shop (indexed 0 through N). Not Applicable 


Stores 


shop_debug - Turns on debug messages useful for debugging stores, clerks, 
and holdups. 

shop_reset - Resets the shopkeeper and hold-up flags for all shops. 
holdup_quick_win - Teleports a held-up shopkeeper to the safe and starts the 
unlock safe animation. Not Applicable 


Animations 


anim_usage_report - Writes anim_usage report.txt to your project root 
directory. Details anim usage, including a list of unused animations. Causes 
Assert 

dust_off_frequency "value" - Sets the frequency at which dust-off animations 
are played (0.0 = never, 1.0 = always). (Default = 0.5) 


AI 


force_emotion - "name" (optional) - Force every character to use the same 
emotion. Valid names are listed in emotions.xtbl. If no name is specified, the 
feature is turned off. 

lipsync_test - Play a voice cue with the PC to test lipsync animation for the 
voice line No Effect 

player_speed_multiplier multiplier - Changes the multiplier to the speed of 
the player's animation. 

reload_anim_simulations - Reload anim_simulations.xtbl 
show_anim_filenames (toggle) - Toggle the display of currently playing 
animations above all NPCs. 

show_anim_particle_systems - Show all anim_particle simulations. No Effect 
show_player_anims (toggle) - Display all the animations applied to the player 
on the HUD, as well as the number of bones animating in the animation 


ai_fov_horizontal_degrees degrees - Make the arc from the left side of the 
NPC's FOV cone to the right side be the specified number of degrees Unknown 
Command 

ai_fov_vertical_degrees degrees - Make the arc from the top of the NPC's 
FOV cone to the bottom be the specified number of degrees Unknown 
Command 

ai_fov_length distance - Set depth of AI FOV Unknown Command 
always_cower - Toggle civilians always cowering in response to attacks. 

cars - Toggle ambient traffic. Note level must have valid vehicle rails. 
cower_forever - Toggle NPCs cowering indefinitely. 

detection_length - Set detection length by skill level. Params: skill level (0-5), 
detection length in meters 

detection_length default - Set default detection length in meters. Calling this 
will override any values set by detection length. 

difficulty_level <0 - 4> - Changes the difficulty level of the game. 0 is low, 4 
is high. 

drop_buddy name - Drops a friendly NPC in front of the player. 
drop_human name - Drops a NPC in front of the player. The human name 
comes from character.tbl. 


hostage_exit_speed speed - Sets the minimum speed in mph at which a 
hostage may exit the vehicle. Unknown Command 
hostage_initial_exit_delay delay - Sets the delay (in ms) before exiting after 
the vehicle is first hijacked. Unknown Command 
hostage_general_exit_delay delay - Sets the delay (in ms) before exiting after 
the driver slows down. Unknown Command 

kill npc-name - Instantly kill an NPC. 

kill_all_ but npc-name - Kill all NPCs except the specified one. 
notoriety_debug_recalc_time_ms value - Sets the refresh rate of the notoriety 
debug display. 

npc_disarm_all - Strip all existing NPCs of their weapons. 

npc_free_all - Remove all NPCs from a level. Reload level to get them back. 
npc_pause (toggle) - Stop AI and scripted movement for NPCs from 
running. No Effect 

np¢e_invulnerable name/handle (bool/toggle) - Change invulnerable flag for 
npc by name or hex handle number. 

panic - Force all non-scripted civilian NPCs to flee from the player. 

peds (toggle) - Toggle ambient pedestrians. Note level must have valid 
sidewalk rails. 

set_notoriety_gang </evel> <min> <max> - Sets all three gangs notoriety 
level for the player. Min/max level is optional. 

set_notoriety_los_carnales </evel> <min> <max> - Sets the Los Carnales 
gang notoriety level for the player. Min/max level is optional. 
set_notoriety_rollerz </evel> <min> <max> - Sets the Rollerz gang 
notoriety level for the player. Min/max level is optional. 
set_notoriety_vice_kings </evel> <min> <max> - Sets the Vice Kings gang 
notoriety level for the player. Min/max level is optional. 
set_notoriety_police </evel> <min> <max> - Sets the police notoriety level 
for the player. Min/max level is optional. 

show_cover (toggle) - Display scripted cover nodes 

show_chunk_cover (toggle) - Display chunk cover nodes 
show_object_cover (toggle) - Display object cover nodes 

show vehicle cover (toggle) - Display vehicle cover nodes 

show vehicle door_cover (toggle) - Display vehicle door cover nodes 
show_cover_arcs (toggle) - Display cover node arcs 
show_candidate_cover_nodes (toggle) - Display candidate dynamic cover 
nodes as they are being calculated 

show_ai_feelers (toggle) - Display NPC's pathfinding AI repulsion 

feelers Unknown Command 


e show_ai_ indicators (toggle) - Display !, ?, and !! icons over NPCs' heads, 
giving a rough idea of what they are thinking. show_ai_modes overrides 
this. Unknown Command 

e show_ai_modes (toggle) - Display codes over NPCs' heads representing 
currently selected goal and action. 

e show_ai paths (toggle) - Draw lines indicating where each NPC is pathfinding 
to. A sphere indicates the destination. 

e show_ai patrols (toggle) - Draw lines indicating where each NPC is 
patrolling. Unknown Command 

e show_ai_repulsors (toggle) - Draw boxes and spheres representing things 
attracting/repelling the NPC. 

e show_ai search (toggle) - Draw search waypoints, nav cells, and points of 
interest Unknown Command 

e show_fovs (toggle) - show FOV arcs for each NPC 

e show_npcs (toggle) - Draws non-zbuffered spheres on all NPCs, making them 
easy to locate. Default is OFF. 

e show_sw rails (toggle) - Displays the sidewalk rails used by the pedestrians. 
e set_weapon_ spread - Set weapon spread by skill level. Params: skill level (0- 
5), Spread multiplier (0.01-90, 90 is excessively high) Unknown Command 

e show_weapon_spread - Displays weapon spread for AI and the 
player. Displays incorrect spread and direction for Player 

e traffic_density - Sets the density of ambient traffic on the rails. Params: 
density (0-1) 


Audio 


e ambient (toggle) - Turn ambient sound on and off. 

e foley (toggle) - Turn foley sound on and off. 

e force game material <material suffix> - Force the material for all static 
geometry to be what is specified by the material suffix. 

e main_menu_music (toggle) - Controls whether main menu music plays. 
Default is true. If you don't want main menu music, add "main menu music 
false" to your gamestart.txt. 

e music (toggle) - Turn music on and off. 

e set voice distance <distance name> <distance (m)> - Tweak the range that a 
given voice distance travels in meters 


e sound (toggle) - Turn all sound on and off (foley, ambient, music). 


Camera 


e allow_driving camera_control (toggle) - Allow user to swing camera with 
right stick while driving (off by default). "OFF" allows camera swing, "ON" 
disallows 

e auto level_slew (toggle) - Allow user to toggle auto-levelling of the slew 
camera. Default is to auto-level. 

e alvans_ special_vehicle_camera (toggle) - Toggles Hybrid Alvan Cam/ 
Gta_cam (off by default). Unknown Command 

e birds eye cam (toggle) - Toggles the Bird's Eye Camera (off by 
default). Unknown Command 

e cam_config camera_name xz dist y dist lookat_offset_y (fov) - Set the 
variables for any of the preset cameras. 

e cam_config vehicle _camera_name xz_multiplier y_ multiplier (fov) - Set the 
variables for a vehicle camera (base values come from the vehicle, these are 
multipliers). 

e cam config far xz disty dist lookat_offset_y S- et far camera offset (used 
when weapon is visible). 

e cam_fov value - Set FOV (in degrees) for all cameras in the game. 

e cam_heading acceleration accel - Set the acceleration of the player cam (in 
rads/s/s). 

e cam_heading max speed max_speed - Set the maximum rotation speed of the 
player cam's heading (in rads/s). 

e cam_heading stop time stop time - Set the time (in seconds) fow which it 
takes the player cam to stop rotation. 

e cam_pitch_max_speed max_speed - Set the maximum rotation speed for the 
player cam's pitch (in rads/s). 

e camera_indoors (toggle) - Toggle the camera between "indoor" and "outdoor" 
modes. Unknown Command 

e camera_invert_elevation_y (toggle) - Reverse analog stick directions for 
camera vertical motion (on by default). 

e camera_invert_rotation (toggle) - Reverse analog stick directions for camera 
rotation (off by default). 


camera_pan_multiplier value - Adds a multiplier to the max speed accel and 
decell at which the camera can move around the player. 

camera_shake (toggle) - Toggle shaking of camera from nearby explosions 
(default is ON). 

camera_smoothing_ factor factor - Number between 0 and 1 affecting how 
much smoothing to apply. 

camera_swing to_target (toggle) - Camera will swing to face target when a 
new target is acquired (off by default). 

free_cam_follow_aggressiveness value - Controls how aggressively camera 
follows player while on foot. Higher number means more aggressive, lower is 
less aggressive, 0.0 is Underground style. 

free_cam_swing_ rate value - Controls how quickly camera moves to behind 
the target. Number refers to number of seconds it takes to move to directly 
behind a stationary vehicle at follow aggressiveness +1.0.] 

freeze_camera (toggle) - Toggles on and off locking the cameras position and 
orientation while allowing player movement. 

gta_cam (toggle) - Toggles Gta_cam (sweep left or right, snap backwards) 
while in car (off by default). Unknown Command 

high_pitch_damping value - Sets the amount (0.0 - 1.0) of damping for the 
pitch tracking camera when vehicles are in the air. (0.0 is no damping, 1.0 is 
total damping - essentially disables tracking.) (default = 0.99) 

hill tracking (toggle) - Toggles the "hill tracking" camera, which adjusts the 
camera pitch automatically depending on the direction of motion of the camera 
target. (off by default) 

mikes _follow_aggressiveness (toggle) - Toggles between the old style of 
follow aggressiveness (default) and the new style. 

normal_pitch_damping value - Sets the amount (0.0 - 1.0) of damping for the 
default pitch tracking camera. (0.0 is no damping, 1.0 is total damping - 
essentially disables tracking.) (default = 0.93) 

slew_camera_invert_y value - Invert the Y axis when in slew camera mode 
(default = true) 

slew_camera_speedup value - Sets the speedup factor for the "fast mode" of 
the slew camera. 0.0 is no speedup, all positive values are (value + 1) times as 
fast. (For example, 4.0 = 5 times as fast). (default = 4.0) 
slew_camera_slowdown value - Sets the slowdown factor for the "slow mode" 
of the slew camera. 0.0 is no slowdown, all positive values are (1.0 / (value + 
1)) times as fast. (For example, 4.0 = 1/5 as fast). (default = 4.0) 
slew_camera_max_vel value - Sets the base speed of the slew camera. (default 
= 10.0) 

slew_clamp (toggle) - Toggle slew clamping (restricting speedup and 
slowdown to only linear motion in the camera plane) 


e slew_occluder_mode value - Sets the slew-camera occluder mode. Valid 
choices: 'indoor', ‘outdoor’, ‘all’, 'none'. If no option is specified, cycles between 
the options. 

e smooth_camera (toggle) - Toggles camera smoothing (off by default). 

e vehicle camera_follow_aggressiveness_fwd value - Controls how 
aggressively camera follows player while driving forward, with camera control 
disabled -1 to 1. 

e vehicle camera_follow_aggressiveness_rev value - Controls how 
aggressively camera follows player while driving in reverse, with or without 
camera control enabled -1 to 1. 

e vehicle controlled_camera_follow_aggressiveness_fwd value - Controls 
how aggressively camera follows player while driving forward, with camera 
control enabled. 

e vehicle camera_swing rate_fwd value - Controls how quickly camera moves 
to behind a vehicle while driving forward, with camera control disabled. 
Number refers to number of seconds it takes to move to directly behind a 
stationary vehicle at follow aggressiveness +1.0 sec.] 

e vehicle camera_swing rate_rev value - Controls how quickly camera moves 
to behind a vehicle while driving backward, with camera control disabled. 
Number refers to number of seconds it takes to move to directly behind a 
stationary vehicle at follow aggressiveness +1.0 sec.] 

e vehicle controlled_camera_follow_aggressiveness_fwd value - Controls 
how quickly camera moves to behind a vehicle, with camera control enabled. 
Number refers to number of seconds it takes to move to directly behind a 
stationary vehicle at follow aggressiveness +1.0.] 


Climbing 


e max_climb_dist_from_wall distance - Sets the maximum distance that the 
player can be from a wall and still climb it. 

e max_climb_height height - Sets the maximum height of a climbable wall. 

«e min_climb_height height - Sets the minimum height of a climbable wall. 

e show climbing splines (toggle) - Toggles whether to display climbing 
splines. 

e show climbing _splines_rbb_tree (toggle) - Toggles whether to display the 
RBB tree for the climbing splines (for debug purposes). 


e show_disabled_climbing_ splines (toggle) - Toggles whether to display 
disabled climbing splines when show_climbing_splines is on. 


Doors 


e close_door door_name - Close a door in the level. 

e max door close dist distance - Sets how far away the player must be from a 
door before it will close from time-of-day. 

e open_door door _name animate (true/false) - Opens a door in the level. 

e show_doors (toggle) - Shows all doors in the level. 


Framebuffer 


e fb distortion - Toggles distortion on/off. Unknown Command 

e fb distortion _ max amount - Sets the maximum distortion amount (in pixels). 
The default is 30. Unknown Command 

e fb dof - Toggles depth of field on/off. 

e fb dof max coc radius radius amount - The amount of blur. 

¢ fb dof near dist distance - The near plane. This will be fully blurred. 

e fb dof ideal_near dist distance - The near plane where what's in focus 
begins. 

e fb _dof_ideal_far_dist distance - The far plane where what's in focus ends. 

e fb dof far dist distance - The far plane that will be fully blurred. 


Interface 


e sgi refresh - Updates the structured gameplay interface data, restarting any 
animations in progress. 


Memory and Performance Analysis 


e allocator_display_groups - Display all allocator group names. 

e allocator_display_names - Display names of all allocators. 

e allocator_dump_ group group_name - Dump memory for allocator group. 

e allocator_dump_allocator allocator_name - Dump memory for a specific 
allocator. 

e clear_sim_peaks - Reset the peak values tracked by show_sim_info. 

e gds clear_peaks table name - Clears peak values for specified table. 

e gds toggle table name - Toggles whether to display the specified game debug 
table. (Default: False) 

e gds profile table name - Toggles whether profiling/data collection is enabled 
for the specified data table. (Default: False) 

e lua disable (toggle) - Turn off the Lua-based scripting engine. 

e no_sim (toggle) - Stop all simulation, so the frame rate is entirely determined 
by rendering time. 

e nt_dump_ data filename - Dumps the data fom the last successful native 
timing run to data estl utotest imingdatafilename 

e nt snapshot start_delay length - Takes a timing snapshot using the native 
timing system. The snapshot begins start_delay ms after the console command 
is executed, and lasts length ms. 

e nt snapshot frame start_delay length - Takes a timing snapshot using the 
native timing system. The snapshot begins start_delay frames after the console 
command is executed, and lasts length frames. 

e nt start - Starts a native timing run immediately. 

e nt stop - Ends a native timing run immediately. 

e pause_with_game (toggle) - Toggles perfmon output pause when game 
(simulation) pauses. 

e show_debug_ info (toggle) - Display rendering and simulation times, plus FPS, 
number of rendered faces, and triangle throughput. Displays no info 

e show_fps (toggle) - Display the frames per second the game is running at. 


e show_mem_ usage (toggle) - Display memory used for various parts of the 
game. 

e show_sim_info (toggle) - Display how long each part of the simulation is 
taking. Displays no info 

e show_timings (toggle) - Display debug timers installed by code. Unknown 
Command 

e stall enable (toggle) - Enable GPU command buffer stalls when induce _stall() 
called, see next command. 

e stall <on/off/sim/render/passes - "stall_enable" must be true. Induces stall 
(wait until GPU command buffer flushes) at different points in the frame. "stall 
on" = all stalls enabled, "off" = all off, "stall" w/no arg = toggles all on/off, 
"sim" = right after physics simulation, "render" = at present/flip (ie, end of 
rendering), "passes" (most useful) = after each major render section. 

e vt snapshot start delay length - Takes a timing snapshot using VTune. The 
snapshot begins start_delay ms after the console command is executed, and 
lasts length ms. 

e vt_snapshot_frame start_delay length - Takes a timing snapshot using VTune. 
The snapshot begins start_delay frames after the console command is executed, 
and lasts length frames. 

e vt_start - Starts a VTune timing run immediately. 

e vt_stop - Ends a VTune timing run immediately. 


Mesh Movers 


e mesh_mover_names - Displays a list of all mesh mover names in the console. 

e mesh_mover_play mover_name action_name - Plays an action on a mesh 
mover. 

e mesh _mover_reset mover_name - Resets a mesh mover to its initial state. 

e mesh mover set _to_action_end mover name action name - Bashes a mesh 
mover to the end keyframe of a specific action. 

e mesh mover _set_to_action_start mover_name action_name - Bashes a mesh 
mover to the start keyframe of a specific action. 

e mesh_mover_stop mover_name - Stops the current action for a mesh mover. 

e show_mesh_mover_names (toggle) Toggles whether to display the names of 
mesh movers next to the mover. 


Multiplayer 


e mp _display_bandwidth_stats - Displays overall bandwidth statistics for the 
system Not Applicable 

e mp_display_update_bandwidth_ stats - Displays bandwidth statistics for 
object updates. Supercedes mp display bandwidth stats if that is active Not 
Applicable 

e mp_max data per _ packet "data_per_packet" - Sets the maximum number of 
bytes per connection that can be sent out in a 100ms network frame. Not 
Applicable 

e mp_auto mm _conn_needed "connections to start" - Sets the number of 
connections to allow an automatchmade session to start Not Applicable 

e mp_show _player_info - Displays player information for remote players. This 
includes camera, velocities, etc. Not Applicable 

e mp _sim_latency "client_interpolation latency" - Sets the clients forced 
latency time to be used for interpolating objects. This is in ms. Not Applicable 

e mp_lag - "set the base lag value on incoming packets" Not Applicable 

e mp_lag min - "set the min lag value for incoming packets (note, base value 
must be set first)" Not Applicable 

e mp _lag max - "set the max lag value for incoming packets (note, base value 
must be set first)" Not Applicable 

e mp _ loss - "set packet loss base value (0-100)" Not Applicable 

e mp _loss_min - "set packet loss minimum value (note, base value must be set 
first)" Not Applicable 

e mp_loss_max - "set packet loss max value (note, base value must be set 
first)" Not Applicable 

e mp_laginfo - "Display multiplayer lag info" Not Applicable 

e mp_lag ter - "set packet loss, lag, and streak values for a TCR compliant 
connection" Not Applicable 

e mp_lag none - "turn off all network lag and packet loss simulation" Not 
Applicable 

e mp_lag streak - "set the length of time (in ms) a current packet lag value will 
last" Not Applicable 

e mp_lag bad - "set packet loss, lag, and streak values for a bad 
connection" Not Applicable 


e mp_lag med - "set packet loss, lag, and streak values for a medium 
connection" Not Applicable 

e mp_lag good - "set packet loss, lag, and streak values for a good 
connection" Not Applicable 


Pathfinding 


e ped_repulsors (toggle) - Toggle on/off pedestrian repulsors. 
e show_pf data (toggle) - Toggle on/off display of pedestrian pathfinding data. 
e show _pf_data_dist distance - Set the cull distance for pathfinding data 


display. 
e show vehicle _pf_data (toggle) - Toggle on/off display of vehicle pathfinding 
data. 
Rendering 


e car shadows - Toggle on/off car shadows. Default to on. 

e char ambient - Set the ambient light value (R, G, B) for characters. Each 
component value is 0 - 255. 

e char shadows - Toggle on/off character shadows. Default to off. 

e effect_test - Render an effect when not in a loaded level. Name of effect is 
from effects.tbl. 

e fake_headlight (toggle) - Create a dynamic light floating in front of the 
player's head. 

e fake_camlight (toggle) - Create a dynamic light floating in front of the camera 
position. 

e hide mesh-name - Mark a specific level mesh as hidden. Undo with unhide. 

e hide_all - Mark all level meshes as hidden. Undo with unhide_all. 

e hide_nocollide - Mark all meshes without collision data as hidden. Undo with 
unhide_nocollide. CRASHES 


level_ ambient - Set the ambient light value (R, G, B) for level geometry. Each 
component value is 0 - 255. 

occlusion_debug (toggle) - Puts you in occludion 'debug' mode. Basically, just 
fires up wireframe mode and shows you the occluders which are being used. It 
also allows you to see objects blink in and out as they get occluded so you can 
get a feel for how well your level is setup for visibility. Unknown Command 
occlusion_level <0 - 4> - Sets the level of occlusion 0 is off. 4 is 'very high". 
Default is 2. The higher the value the more expensive in general it is. 
player_render_bones (toggle) - Draw the bones of the player character. No 
Bones are Rendered 

r_force_time_of_day_lights (state) - (disabled, true, false) Changes the state 
of R_force_time_of_day_lights. Used for forcing TOD lights to on or off 
during cutscenes. 

r_grid (toggle) - Toggles rendering of a regular grid over the world. 
r_grid_size size - Sets the size of the grid drawn by the r_grid command, in 
meters. 

r_lightset_light_enable <enabled> <light name> <light name> ... - 
Enables/disables lights in a cutscene lightset. 

r_oc_complete (toggle) - Toggles view volume culling down to the object 
level instead of the visibility tree level. Default is OFF. 

r_occluders (toggle) - Toggles wireframe drawing of all occluders in the 
world. It is -off- by default. 

r_occlusion (toggle) - Toggles occlusion itself on/off. It is -on- by default. 
r_player_pov (toggle) - Toggles visibility to be run from the point of view of 
the actual player model and not the camera. Useful when combined with slew 
mode. 

r_max_occluders - Sets how many occluders it will use when running 
visibility for the frame. 

r_max_occluder_dist - Sets distance in meters the code will search when 
looking for occluders for a frame. 

r_reflections (toggle) - Toggle reflections. It is -on- by default. 
r_reflections no geometry (toggle) - Toggles inclusion of geometry in 
reflections. It is -off- by default. 

r_rel_occluders (toggle) - This toggle wireframe drawing of occluders the 
code has selected as 'relevant' for the frame. It is -off- by default. 

r_set_tiling scenario (state) -sets the state of the antilaising. Values used are - 
2x_aa,4x_aa, 2x aa horiz, 4x_aa_horiz, noaa, 2x noaa, 4x_noaa, 
2x_noaa_horiz, 4x_noaa_horiz 

r_shadows (toggle) - Toggles the drawing of all shadows. 

r_show_polys (toggle) - Draw all level meshes wireframe. Wireframe is not 
rendered 


e r_show_chunks (toggle) - Draw debug info to represent streaming chunk 
boundaries. Unknown Command 

e r_ugly_ mode (toggle) - Disables lighting and other eye candy to improve 
framerate. Default is OFF. 

e r_vis complete (toggle) - Toggles view volume culling down to the object 
level instead of the visibility tree level. default is OFF. 

e r wireframe (toggle) - Toggles all world objects to draw as bounding boxes. 
(er, don't you mean wireframe meshes?) 

e r_wireframe_with_textures (toggle) - Toggles all world objects to draw with 
wireframes over the top of the textured models. Due to tech limitations, 
both r_wireframe and r_wireframe_with_ textures force R_ugly_mode. If 
you use this command for character evaluation, take a look 
at human _clip_ fade (false). This will let you closely examine the character 
without it disapearing. 

e r_world_partition (toggle) - Toggles drawing of the world visibility tree. Note 
: VERY slow. 

e shadow_thread (toggle) - Enable and disable shadow thread. Unknown 
Command 

e show_city_render_info (toggle) - Display how long each part of level 
rendering takes. 

e show_debug info (toggle) - Display some high level debug info related to 
rendering and sim time. 

e show_obj_render_info (toggle) - Display how long each part of character and 
item rendering takes. 

e show_render_info - Display how long each part of the entire rendering 
pipeline takes. 

e show_timings (toggle) - Toggles rendering of debug timings in upper left 
(default is ON) Unknown Command 

e unhide mesh-name - Mark a specific level mesh as renderable. 

e unhide_all - Mark all level meshes as renderable. 

e unhide_nocollide - Mark all meshes without collision data as renderable. 


Scripting 


e ed- Start the in-game scripting editor. Keyboard shorcut is '~e' 
e ige - Start the NEW in-game editor. 


edit_multiplayer - Allows the saving out of xtbls from the editor. Used mainly 
for editing multiplayer maps under the City context. Defaults to false. 
editor_center_cursor - Centers cursor when placing items in the editor. 
Defaults to false. 

editor_new_slew - Whether to use the alternative slew control mode. Defaults 
to false. 

editor_orient_dummy - Orients the dummy navpoint to be initially facing 
away from you in the editor. Defaults to false. 

editor_select_close_menu - Whether or not to close the menu when an editor 
is selected. Defaults to true. 

editor_zbuffering (togg/e) - Enable zbuffering for lines drawn in the in-game 
editors, such as the markers that represent navpoints. This keeps the display 
from being crowded with things that are actually behind level geometry. 
hood_set_owner "hood" "gang" - sets the owners of the specified hood to be 
the specified gang. 

hudtimer_pause - causes the timer to stop counting down but remain active 
hudtimer_set seconds - sets the hudtimer to have the specifed number of 
seconds left in the countdown 

hudtimer_stop - causes the timer to stop counting down and to stop rendering 
hudtimer_unpause - causes the timer to continue counting down 
ige_fix_ambient_barrier_chunk_uid - Make all ambients and barriers in a 
given context floating. Fix for old data causing an assert "invalid chunk uid" 
on save. 

ige_ignore_navpoint_ownership - Loads all navpoints in IGE instead of just 
ones that aren't owned by another script object. Defaults to false. 

lighting editor - Start the in-game lighting editor. 

lua function-name - Execute a Lua function. 

mission_debug - Controls the display of hud element that displays debug 
mission data. 

mission_help_ test "string" - displays the help text with the specified entry 
name. 

mission_lose - Ends the currently active mission in a loss. 

mission_start - Brings up a menu of all missions you can start. Selecting will 
begin that mission. Can also specify the name of the mission that you want to 
start when typing into the console. Causes a Crash when an option is selected. 
mission_unlock - Brings up a menu of all missions. Selecting one will unlock 
that mission. Can also specify the name of the mission that you want to unlock 
when typing into the console. 

mission_win (string) - If no string is entered, ends the currently active mission 
in a win. Otherwise, string can be "all", "tss", "vk", "wr" or "Ic" and all of those 
missions will be flagged as being completed successfully. 


e mission_win_random (string) - If no string is entered, selects a random 
mission and completes it. Otherwise, marks the specified mission as completed. 

e new _ editor - Toggles editor new slew, editor center cursor, and 
editor_orient_dummy. 

e prologue complete - skips the games prologue and sets the state to what it 
would be as if the prologue had been completed CRASH 

e show _location - displays the current hood, district, chunk, position and time of 
day in the upperleft corner of the screen 

e show_nav_points (toggle) - Display markers at each navpoint in the level. 

e stronghold_lose - Ends the currently active stronghold in a loss. Unknown 
Command 

e stronghold start - Brings up a menu of all strongholds you can start. Selecting 
will begin that stronghold. Can also specify the name of the stronghold that you 
want to start when typing into the console. Unknown Command 

e stronghold enable - Brings up a menu of all strongholds. Selecting one will 
enable that stronghold. Can also specify the name of the stronghold that you 
want to enable when typing into the console. Unknown Command 

e stronghold_win (string) - If no string present, ends the currently active 
stronghold in a win. Otherwise, string can be "all", "vk", "wr" or "Ic" and all 
those strongholds will be converted to player control. Unknown Command 

e user_prefix string - Set scripting user prefix for navpoints. 

e validate_cover_nodes - Check all scripted cover nodes to ensure they are 
valid. 

e warp_to_nav navpoint - warps the player to the specified navpoint 

e watch global variable-name - Display contents of a global script variable. 


Stats 


e miles _by_vehicle miles - Set the "miles travelled by vehicle" stat to the 
specified value. 

e miles on_foot miles - Set the "miles travelled on foot" stat to the specified 
value. 


Streaming 


e always loaded_chunk_priority string - Add this chunk to the list of AL 
chunks to be loaded before the rest of the AL chunks. 

e always loaded_chunk_priority_reset - Clear the list of AL chunks to be 
loaded before the rest of the AL chunks. 


Streaming Resources 


e stream_show character stats (toggle) - Display the statistics for streaming 
characters. 

e stream_show vehicle stats (toggle) - Display the statistics for streaming 
vehicles. 

e stream_show_player_stats (toggle) - Display the statistics for players. 

e stream_show_unloaded_characters (toggle) - Display the unloaded 
characters. 

e stream_show_unloaded_ vehicles (toggle) - Display the unloaded vehicles. 

e stream_disable_ambient (toggle) - Disable (or enable) ambient streaming of 
NPCs and vehicles. 


Time-of-day 


e r_mikes_ tod (toggle) - Toggles between standard and new ("Mike's") time-of- 
day system. (Default: Standard) 

e r_orbit_size value - Sets the radius of the orbit of the "sun". (Default: 1000) 

e r_timeofday (toggle) - Enable/disable time-of-day support. (Default: Enabled) 

e r timescale value - Sets a multiplier on the speed of the sun's orbit. The higher 
this number, the shorter the days. (Default: 0.0) 


e r_tod_color (toggle) - Enable/disable time-of-day color support. This modifies 
the color of the "sunlight" based on the time of day. (Default: Disabled) 

e r tod latitude value - Sets the pitch of the sun's orbit plane. Only used in 
"mikes tod" mode. (Default: 40.113 degrees / 0.70 radians - Exact latitude of 
Champaign, IL) 

e r_tod_start value - An offset for the time-of-day system. Only used in 
standard tod mode. (Default: 220.0) 

e set_time of day hour - Fast forwards time so that the current game time hour 
is the specified hour 


Tools 


e chunk browser - Opens the chunk browser tool. 

e human_browser - Opens the human browser tool. 

e vehicle browser - Opens the vehicle browser tool. 

e vehicle _browser_show_interface - Show the interface in the vehicle browser 
(defaults to true). 


Vehicles 


e add _passenger - Adds a NPC passenger to player's current car. Crashes the 
game 

e brake_test - Performs a 60mph to Omph braking test and displays how long it 
took to stop. Causes an assert in cfile.cpp 

e car debug - Displays various stats on the HUD for the player's car. 

e debris fade_out "(toggle)" - Toggle on/off the fading out of car debris. 
Defaults to on. 

e drop ambulance - Drops an ambulance with driver in front of the player and 
attempts to put it in ambient pathfinding. 

e drop car name - Drops car in front of the player. The car name comes from 
vehicles.tbl. 


drop_car_pos_ angles name x y z p bh - Drops a car at the specified position 
with the specified orientation. The car name comes from vehicles.tbl. 
drop_meter_maid - Drops a meter maid with driver in front of the player and 
attempts to put it in ambient pathfinding. 

drop_taxi - Drops a taxi with driver in front of the player and attempts to put it 
in ambient pathfinding. 

drop_tractor_and_trailer <tractor_name> <trailer_name> - Drops a tractor 
and attached trailer. If the trailer isn't specified, a random one will be choosen. 
headlights - takes nothing "on" "off" or "tod", which forces headlights on, off 
or ToD controlled respectively. 

nitro_duration length - How long, in milliseconds, that a nitro boost will last. 
Defaults to 5000. 

nitro_maximum_fov fov - The FOV that the camera zooms out to during a 
nitro boost. Defaults to 90. 

nitro_strength strength - The torque multiplier used when nitro is in effect. 
Defaults to 1.5. 

passenger_car ## name - Specifies the number of npcs to populate a vehicle 
create via drop_car with and the characters.xtbl name of the driver. No 
parameters will alternate between no driver and a random driver. Specifying 
the numeric first parameter indicates how many npcs to place in the car. The 
second parameter specifies the name of the driver. All npcs other than the 
driver are randomly selected. 

passenger_spawn_chance fraction - Chance between 0.0 and 1.0 that a 
vehicle will spawn with a passenger in it. 

player_vehicle_collision_modifier value - Modify the mass of the player's 
vehicle during a collision, 0.0 has no affect while 1.0 means the vehicle has 
infinite mass. 

refresh_vehicles - Reloads the vehicle table file, 'v' is the in-game 

shortcut. Causes an assert in mesh_morph.cpp 

show_traffic (toggle) - Toggle on/off debug rendering of traffic splines. 
spawn_car name - Spawns car on vehicle rails. Note that level must have valid 
vehicle rails in place. The car name comes from vehicles.tbl. 

speed_test - Accelerates until 80mph and displays the time it takes to reach 20, 
40, 60, and 80mph Causes an assert in cfile.cpp 

tire_diameters - Writes out the tire diameters for all the vehicles to 
"tire_diameters.txt" Doesn't work and causes an assert in cfile.cpp 
vehicle_accel_ stick _dead_zone value - Sets the size of the dead zone for 
acceleration on the left analog stick (for control schemes that use it) 

vehicles _loose_doors - Makes the hood, trunk, doors, etc loose on all the 
occupied cars. 


vehicles _animate_doors - Makes the hood, trunck, doors, etc animate (open or 
close). 

vehicles _close_doors - Close the hood, trunk, doors, etc on all the occupied 
cars. Causes an assert in vehicle component.cpp 

vehicles _shed_doors - Detach the hood, trunk, doors, etc on all the occupied 
cars. 

vehicle show _deform_spheres (toggle) - Display all the areas of deformation 
on the vehicles. 

vehicles _set_lod LOD - Force the vehicles to render at the given LOD, set to - 
1 to disable. Unknown Command 

vehicle deform _intensity_factor factor - This controls how easily the vehicle 
deforms (higher number equals easier deformation). Unknown Command 
vehicle_deform_max_hitpoints_cap hitpoints - Set the cap for the maximum 
hitpoints of a vehicle when calculating deformation. If a vehicle's maximum 
hitpoints are greater than this, then the hitpoints are limited by this and the 
deformation is greater than it would be without the cap. Unknown Command 
vehicle _door_collision_threshold_mph threshold - Sets the minimum vehicle 
speed at which the vehicle doors become collidable. (Default = 5) Unknown 
Command 

vehicle_repair - Repairs the vehicle that the player is in. 
vehicle_min_skid_value_for_sound minimum value - Minimum skid value 
before playing a skidding sound for the player's car (0 - 1). 

vehicle handbrake slide (toggle) - Enable/disable the reduction of friction 
when the handbrake is applied to make the car slide more. Unknown Command 
vehicle flatten_tire_player_threshold threshold - Value from 0-1 indicating 
the percent of max hit points that will flatten player's tire 
vehicle filter _steer_input (toggle) - Enable/disable the filtering of the steering 
input that allows more fine control near the center. 

vehicle _never_flatten_tires (toggle) - Set the never flatten tires flag for the 
player's vehicle. 

vehicle sparks _min_surface_speed speed - Minimum scraping speed at 
which sparks are generated in meters per second. 

vehicle sparks _max_surface_speed speed - Speed at which the maximum 
number of spark particles are generated in meters per second. 

vehicle sparks _max_per_collision number of particles - Maximum number 
of particles to generate (when maximum surface speed is reached). 
vehicle_sparks_min_lifetime /ifetime - Minimum lifetime for the sparks in 
seconds. 

vehicle sparks_max_lifetime /ifetime - Maximum lifetime for the sparks in 
seconds. 


vehicle_sparks_max_direction_along_normal value - Maximum amount 
along the collision normal (0.0 to 1.0). 

vehicle sparks_min_speed_factor factor - The speed of the sparks are a 
factor of the relative surface speed, this is the minimum factor. 
vehicle_sparks_max_speed_factor factor - The speed of the sparks are a 
factor of the relative surface speed, this is the maximum factor. 

vehicle sparks direction_y_bias bias - The direction of the sparks can be 
biased in the y direction (-1.0 to 1.0). 

vehicle sparks surface velocity bias bias - The direction of the sparks can 
be biased more or less along the direction of the relative surface velocity (0.0 to 
1.0). 

vehicle_sparks_flat_tire_max_particles number of particles - Maximum 
number of particles to generate (when the maximum speed is reached). 
vehicle sparks _flat_tire_min_speed speed - Minimum speed at which sparks 
are generated in meters per second. 

vehicle sparks _flat_tire max_speed speed - Speed at which the maximum 
number of particles are generated in meters per second. 

vehicle sparks flat_tire_min_lifetime /ifetime - The minimum lifetime for a 
particle in seconds. 

vehicle sparks flat_tire_max_lifetime /i/etime- The maximum lifetime for a 
particle in seconds. 

vehicle_sparks_flat_tire_max_dir_along_normal value - Maximum amount 
along the collision normal (0.0 to 1.0). 

vehicle sparks flat_tire min_speed_factor factor - The speed of the sparks 
are a factor of the speed of the contact point, this is the minimum factor. 
vehicle sparks flat_tire_max_speed_factor factor - The speed of the sparks 
are a factor of the speed of the contact point, this is the maximum factor. 
vehicle sparks flat_tire_velocity_bias bias - The direction of the sparks can 
be biased more or less along the direction of the velocity of the contact point 
(0.0 to 1.0). 

vehicle _deform_closest amount - Apply deformation to the closest vehicle, the 
amount is between 0 and 1. 

vehicle lights headlights (toggle) - Turn on the headlights for debugging. 
vehicle lights_brakelights (toggle) - Turn on the brakelights for debugging. 
vehicle lights sirens (toggle) - Turn on the siren lights for debugging. 
vehicle lights left_turn_signals (toggle) - Turn on the left turn signals for 
debugging. 

vehicle lights _right_turn_signals (toggle) - Turn on the right turn signals for 
debugging. 

vehicle lights _reverselights (toggle) - Turn on the reverse lights for 
debugging. 


vehicle lights _runninglights (toggle) - Turn on the running lights for 
debugging. 

vehicle lights max_distance_for_dynamic_lights value - Maximum 
apparent distance in meters from the camera that a dynamic light on a vehicle 
will render. 

vehicle _flat_tire_friction_modifier value - This is a modifier to the tire 
friction when a tire is flat (0 - 1). 

vehicle _flat_tire steering bias value - This is a bias to the steering when a 
tire is flat and is part of steering (0 - 1). It causes the car to pull to the side of a 
flat tire. 

vehicle global_tire_friction_modifier value - This modifies the global tire 
friction modifier. The modifier is multiplied by the tire friction and max tire 
friction. 

vehicle smoking torque_factor value - This modifies the torque factor when 
a car has been damaged enough (smoking) and is mulitiplied by the engine 
torque. 

vehicle hydraulics length factor value - This is multiplied by the original 
suspension length to get a final maximum hydraulic length (0.0 - 1.0). 
vehicle_hydraulics_max_speed value - This is the maximum speed of a 
hydraulic (in m/s). 

vehicle hydraulics damp_distance_factor value - If the hydraulic is within 
this factor of the original suspension length, it will accelerate or decelerate (0.0 
- 1.0). 

vehicle hydraulics hardpoint_max_speed value - An acceleration can be 
applied to the chassis if the attachment point of the suspension is moving 
slower than this (in meters per second squared). 

vehicle hydraulics _hardpoint_max_accel value - This is the maximum 
acceleration that will be applied to the suspension attachment point (in m/s^2). 
vehicle hydraulics input _speed_apply_accel value - If the velocity of the 
analog stick input is greater than or equal to this, an acceleration is applied to 
the suspension attachment point. 

vehicle hydraulics equip - Equip all the vehicles that exist with hydraulics. 
vehicle_infinite_mass - Sets the player's vehicle's infinite mass flag, changing 
its mass in regards to collision with ambient vehicles. 
vehicle_player_collision_mass_adjust - Increases the player's vehicle's mass 
when colliding with this vehicle, values from 0.0 - 1.0 where 0.0 = no change 
and 1.0 = infinate mass. 

vehicle _spinner_r_max_angular_ speed value - This is the maximum angular 
speed for rendering of a spinner in radians per second. 

vehicle _spinner_friction value - This is the coefficient of friction for the 
spinners. 


vehicles _use_wheel_spherecasts (toggle) - Whether or not to use sphere-casts 
instead of raycasts for wheel collision detection with the ground. 

vehicle _knockdown_speed_mph value - Lowest relative speed a vehicle has 
to hit a human before making them ragdoll. 

vehicle knockdown_speed_mph_player value - Lowest relative speed a 
vehicle has to hit a player before making them ragdoll. 
vehicle_line_lock_friction_modifier value - Friction modifier for the wheels 
that apply torque when the line lock is active. This allows burnouts. 
vehicle_line_lock_release_time value - Amount of time in seconds after the 
line lock is released to allow the transmission to shift, etc. 

vehicle line lock _steer_max_angular_ velocity value - Maximum angular 
velocity in degrees/second if the line lock is active and it's steering. 
vehicle_line_lock_steer_angular_acceleration value - Maximum angular 
acceleration if the line lock is active and it's steering. 
vehicle_line_lock_min_time_for_boost value - If the line lock has been 
activated for at least this amount of time in seconds, give a boost when it's 
released. 

vehicle line _lock_boost_speed value - This is an instant speed boost in mph if 
the line lock has been activated long enough and is released. 
vehicle_min_time_between_shifts va/ue - Amount of time in seconds before a 
new gear shift can happen. 

vehicle _min_speed_mass_multiplier_vs_movers value - When a vehicle 
collides with a mover, this is the minimum speed in meters/second where a 
vehicle effectively has a mass multiplier during a collision with a mover. 
vehicle vs_movers_mass_ multiplier value - When a vehicle collides with a 
mover, this is effectively multiplied by the mass of the vehicle for the collision 
response. 

vehicle _vs_ tree destroy momentum value - If a vehicle has at least this 
momentum in kg * meters/second when it hits a tree, it can destroy certain 
ones. 

vehicle_collision_shell_ radius value - Set the radius of the collision shell for a 
vehicle. The value is in meters. You have to hit ~v (refresh the vehicles) in 
order to see the change. 
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